POREMAGIC: THE CATCHERIMG ots 
Disclaimars 


Hey, this is supposed to be fun. I’m obviously not in any way associated with 
Pokémon or Magicthe Gathering, and I’m not trying to sell you anything. 

If you paid for this PDF you were ripped off. Also, I cannot imagine even for a minute 
that these rules are anything more than a dumb idea. If you use them, don’t expect a 
balanced (or even functional) game. Maybe, expect a laugh or two though. 

I’m not a judge for either the Pokémon TCG or Magic, so read these rules as more a 
of gist. I’m not even sure everything is spelled correctly, let alone worded right. 
Try to follow the intention of what’s written, even if rules as written don’t make sense 
or are worded poorly. If you see errores or places were rules text could be clearer, 
drop a comment on my Patreon and I may update this in the future. 

For now though I hope you enjoy, and feel free to share this around as you like. 
Maybe tell people who sent you. 

The Red Bobcat 
youtube.com/@RedBobcatGames 
patreon.conVredbobcat 


What is ie? 


Pokémagic: the Catchering is a dumb idea for a dumb game that probably won’t work, and may not even be fun. 
You've been warned. 

It’s an idea to see if we can just take existing Pokémon cards, and make them playable in Magic: the Gathering. 
This isn’t a crossover, or a combination of the two games. This is a Magic: the Gathering format, just with 
Pokémon cards in it. If you’re familiar with the Pokémon TCG, a lot of these rules will feel similar to what you know. 
That's because they are. I stole those too. 

But, have a read anyway as they sometimes interact with Magic’s rules in ways you may not expect. 


Two decks (both a mix of Magic and Pokémon cards), and a friend to play against (one deck each). 
Maybe some dark card sleeves if you really care about that sort of thing and don’t want to Know which game the card on 
top of your deck is from, or what’s in a players hands. Personally I’d say don’t worry about it and just have a good time. 


Glow do you play? 


It’s just a normal game of Magic: the Gathering so play exactly as you always do, and follow all the normal rules. 
However, during deck creation you may treat Pokémon cards as a new MtG card type, and 
add them to your deck as you see fit. There are a few more rules for deck construction, and they are listed below. 
During a game you treat Pokémon as a new card type. They are NOT creatures, but they ARE permanents. 
Pokémon are treated somewhat like Planeswalkers, but you can only have 4 out at a time. 
This Pokémon is played into a new zone Called the “Active” zone. 
You can also play up to 5 other Pokémon into another new zone called the “Bench”. 
The Pokémon here have slightly different rules than “Active” Pokémon. All of that is explained below too. 
Other broader changes include a new way to win and lose the game using Pokémon, 
how to replace a Pokémon's energy requirement with Lands, 
and how to play with Pokémon cards in general to make them function as Magic cards. Also all below. 


SeaPuing) Ours / DaGk Builciinep 


(1). Follow the normal deck building restrictions for whatever Magic format you're inserting Pokémon cards into. 
(2) You may additionally add to your deck any cards from the Pokémon TCG that you could play 
as your “Active Pokémon”, play to your “Bench”, or play to “Evolve” any of your existing Pokémon. 
(3) No other cards from the Pokémon TCG may be added to your deck (in this current version of the rules). 
That includes “Trainer” cards, “Stadiums” and even “Energy”. Just the Pokémon themselves here. 
Rule 2 takes precedence over this though. So if you have an item that can be played to your bench, 
go nuts and add it I guess. Don’t blame me if it doesn’t work though. 
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(1) This is only a game, don’t take it serious. Not everything is going to work, and it will not be balanced. 
When things break down and rules don’t work, figure out a work around. It’s half the fun 
(2) The rules of Magic: the Gathering remain more or less untouched. 
We're not mixing the games, we’re just adding Pokémon to magic as a new card type. 
(3) Pokémon are NOT creatures, but a new card type. 
They are permanent and they can be targeted in a similar vein to Planeswalkers. More is explained below 
(4) Pokémon need to be decimated. (Remove a zero from things like their HP and Damage. 
You'll know it when you see it. If a number seems way to big, drop a zero off the end) 
(5) There are 3 new “Zones” for the game. 
The “Active” Zone. The “Bench” and the “Prize” zone. All of these are explained below also. 
(6) The game has a new Win/Lose condition involving Pokémon cards 
(7) Ignore a Pokémon’s Weakness and Resistance to types, unless they’re interacting with another Pokémon. 
In which case, treat them as normal. If you don’t Know what that means, just ignore them all together. It’s chill. 
(8) Cards that refer to “Energy” are treated as if they refer to “Lands” that are not currently being played as Lands. 
(ie. If a card says search your deck for a basic energy, you may search for a basic land instead) 
(9) Pokémon that have been Evolved, or have had Land attached to them are “Merged” and considered one permanent. 
(10) If a Pokémon that has been Evolved, or had Land attached to it is sent to any other Zone, 
except Exile and the Battlefield, they become separated and are no longer considered “Merged” 
(11) If an Evolved Pokémon, or a Pokémon with lands attached to it as Energy is exiled, or returns 
to the Battlefield from Exile, any Evolutions and Lands as Energy remain attached and the “Merged” together. 

(12) Any references to the “Lost Zone” should be treated as if it were the same as “Exile” 

(18) Any reference to the “Discard” should be treated as if it were the same as the “Graveyard” 


(1) Some Pokémon can affect other Pokémon with special conditions (Like Burned or Asleep). 
These work exactly the same as they do in the Pokémon TCG 
(2) Only Pokémon in the active spot can be afflicted with special conditions. 
Pokémon on the bench, and all other creatures and permanents are immune 
(3) If the “Active” Pokémon is swapped with one on the “Bench”, removed all Special Conditions from it 
(4) You cannot “Retreat” a Pokémon afflicted with the Special Conditions Asleep or Paralyzed. (See “Retreat” below) 


New "nize one" anc Wih / Lose Gontision: 


(1) The “Prize” zone is a new area, NOT on the Battlefield for your “Prize” cards. 
(2) At the beginning of each game, (before you draw your initial hand) 
take the top 6 cards of your deck and place them FACE DOWN into the “Prize” zone. 
(3) The 6 cards in your “Prize” zone are your “Prize cards” 
(4) Once you have placed the 6 cards into your “Prize” zone, you may draw your initial hand and mulligan as normal. 
(5) At any time one of your opponents Pokémon are “Knocked Out”, 
you may “Claim” a “Prize card” by choosing one facedown, and adding it to your hand 
(6) If you're the first one to take your last “Prize card”, you win the game 
(7) If you're in a multiplayer game, drawing your last “Prize card” still means you win the game and may leave. 
But, the game can continue to see who will come in second, third or fourth place etc. 


Uiew “ayetive” zone: 
(1) The “Active” zone is a new area on the Battlefield for Pokémon currently in play 
(2) Only a Pokémon can be played to the Active Zone, and only 1 Pokémon at a time 
(3) If you have any Pokémon in the “Bench” zone, and your “Active” Zone is empty. 
Choose one at the end of the phase and move it from the “Bench” to become “Active”. 
Your “Active” zone cannot be empty at the end of a phase while you have any Pokémon on the “Bench”. 
(4) Pokémon in your “Active” zone can be attacked (Just like Planeswalkers) 
(5) Pokémon in your “Active” zone cannot be used to block 
(6) If your Pokémon is being attacked, you can block the attackers as normal (Again, like Planeswalkers) 
(7) Pokémon in your “Active” zone may be declared as an attacker as normal. 
Combat with Pokémon rules are defined below 
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(1) The “Bench” zone is a new area on the Battlefield 
(2) There may be no more than 5 Pokémon on your “Bench” at a time 
(3) You may play Pokémon from your hand to your “Bench” 
(4) Once per turn, at Sorcery speed you may swap the Pokémon in your “Active” zone with one from your “Bench”, 
but only once you pay the “Reteat” cost of the Pokemon in the “Active” Zone 
(5) Pokémon on the “Bench” cannot be afflicted with any special conditions (like Confused or Poisoned) 
(6) Pokémon on the “Bench” may not attack, and cannot be declared as Blockers 
(7) Pokémon on the “Bench” are still permanents on the Battlefield, and can be targeted by spells and effects 


Rlayingfarnokemons 


(1) Pokémon may be played to the “Active” zone on the Battlefield from your hand 
(2) If you already have a Pokémon in your “Active” zone, you may instead play up to 5 from 
your hand onto the Battlefield to the “Bench” zone 
(3) You do NOT need to play a Pokémon in your hand, even if your “Active” zone is empty. 
(4) You may only ever play one Pokémon to your “Active” zone 
(5) You may not play a Pokémon to your “Bench” if your “Active” zone is empty 
(6) To play a Pokémon to your “Active” zone or onto your “Bench” you have to "Cast" it. 
(7) Pokémon are free to cast and have a mana value of 0 
(8) A Pokémon’s colour is indicated by its “Energy” symbol in the top right of the card 
(See the mana conversion chart for details) 
(94) Pokémon suffer from “Unnamed Mechanic which is basically just Summoning Sickness, you get it” 
and so Cannot tap or attack on the first turn they are played. 
(10) Some Pokémon have special abilities that aren't attacks. These can be used once per turn, at Sorcery speed, 
(unless otherwise stated. For instance, you may only use 1 V-Star move per game) 


NROKEMONS 


(1) Some Pokémon have higher “Stage” evolutions. 
(2) You cannot evolve a Pokémon on the first turn that you play it, 
or if it has already evolved this turn. (Unless otherwise stated) 
(3) You first need to play a “Basic” Pokémon before you can play any of it’s higher “Stage” evolutions 
(unless otherwise stated) 
(4) To play a higher “Stage” evolution of a Pokémon, you merge it with the lower stage card, 
(a bit like the Mutate) by playing the evolution directly on top of the lower “Stage” Pokémon 
(5) When an Evolved Pokémon is sent to Graveyard, they are no longer 
considered merged and count as separate cards. 


Lame), Bershy and iiema Limes: 


(1) Each Pokémon attack has an “Energy cost”, indicated by the “Energy” symbols next to the attack (Page 4) 
(2) The “Energy cost” of a Pokémon’s attack needs to be “Paid” before the attack can be used 
(3) To pay the “Energy cost” of a Pokémon’s attack, you must first attach Lands to the Pokémon 
(4) You can attach a land to one of your Pokémon from your hand, once per turn. 
You may do this even if you played a land to the Battlefield this turn as normal. 
You may also play a land to the Battlefield as normal if you have already attached a land to a Pokémon this turn. 
(5) A land being attached to a Pokémon does not count as a land “Entering the Battlefield” 

(6) Once a land is attached to a Pokémon, it loses it’s “land” type and is treated by rules effects as an “Energy” instead 
(7) Land attached to a Pokémon doesn’t need to be tapped to pay the cost of an attack, it only needs to be attached 
(8) Each type of Mana that a Land could produce is treated as 
a different type of “Energy” when attached to a Pokémon (See Page 4 for details) 

(9) If a Land could produce more than one type of mana, you may choose which mana it produces, 
and thus which “Energy” requirement for an attack it is fulfilling each time that attack is used 
(10) Cards that produce Colourless mana can only be used to 
fulfill the requirements of “Attacks” which require “Normal Energy” 

(11) The Basic Land card Wastes produce “Double Normal Energy” 

(12) Land attached to Pokémon are treated as Energy, 
and may not be tapped or used to pay the cost of other “Land” or “Mana” effects in any way. 

(13) Activated abilities of Land attached to Pokémon cannot be activated 
(14) If a Pokémon with Land attached to it is Exiled, and then returned to the Battlefield, 
the Land is returned with it and remains attached as an “Energy” 

(15) When a Pokémon with Land attached to it is “Knocked Out” and sent to the Graveyard, 
any Land attached to it loses it’s “Energy” type, regains it’s “Land” type and is sent to the Graveyard as well. 
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Lame] 8 hnarsty GonuaRsion valnle: 


Lands that produce White Mana = Normal, Lightning, Metal 


Lands that produce Blue Mana - Normal, Water 


Ae 
Lands that produce Red Mana - Normal, Fire & Fighting 


astes = Double Normal 
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(1) Each Pokémon has an amount of HP 
(2) A Pokémon’s HP needs to be decimated (remove the 0 from the end) 
(3) When a Pokémon is dealt damage, add “Damage Counters” to it for each point of damage it received 
(4) A Pokémon does NOT remove the “Damage Counters” on it at the end of the turn. 
(5) Once a Pokémon has as many (or more) Damage Counters placed upon it as it has HP, 
it is “Knocked Out” and sent to the Graveyard. 
(6) Pokémon can’t “die”, they can only be “Knocked Out”. In terms of rules, this functions almost identically, 
except when a Pokémon is “Knocked Out”, your opponent gets to draw one of their Prize Cards. 
(7) When a Pokémon is “Knocked Out” it is sent to the Graveyard along with any Land cards attached to it, 
and higher “Stage” cards used to evolve it. 
(8) Effects that would “Destroy” a Pokémon instead have it “Knocked Out” 
(9) Effects that somehow lower a permanents power or toughness, like a -1/-1 counter will NOT effect a Pokémon, 
and NOT reduce its HP as they are not creatures and have no Power or Toughness 


@ FoRemon: 


(1) Once per turn, at Sorcery speed you may “Retreat” the Pokémon in your “Active” Zone. 
(2) To “Retreat” a Pokémon, it must be in your “Active” zone, you must pay the “Retreat” cost of that Pokémon, 
and you must have another Pokémon on your “Bench” to become your new “Active” Pokémon 
(3) A Pokémon’s “Retreat” cost is listed on the card 
(4) To retreat a Pokémon, choose a number of Energy (Lands) attached to it 

that are capable of paying its “Retreat” cost, and place them into the Graveyard. 

(5) You can only retreat a Pokémon if you have another Pokémon on your bench 
that is able to become your new active Pokémon. This happens as part of the retreat action 


WithtarnonKemons 


(1) Pokémon can be declared as Attackers like creatures 
(2) Pokémon need to tap to attack 
(3) All Pokémon are considered to have no Power, and use “Attacks” instead of Power to deal damage when attacking 
(4) Most Pokémon have “Attacks”, (sometimes multiple) and you must 
declare which “Attack” you are using when declaring the Pokémon as an attacker. 
(5) Most “Attacks” have a number printed next to their name and rules text. 

This is the amount of damage the “Attack” deals in combat in addition to the “Attacks” other effects (if any) 
(6) Remember to decimate the “Attack” number (remove the zero from the end) when calculating damage 
(7) Pokémon are NOT creatures, but attack like them. If for any reason a Pokémon somehow gains a Keyword, 
treat it as if it were a creature with that keyword. (For instance, a Pokémon with First Strike or 
a First Strike counter deals combat damage before creatures without First Strike) 

(8) An attacking Pokémon can be blocked just like a creature. 

(94) Some Pokémon may have special rules or abilities that may change how they attack, 
but they will list the rules on them (for instance, you may only use 1 GX attack per game). 


@ FoRemon: 


(1) When declaring attackers, you may announce that you are 
attacking your opponent’s Pokémon if they have one in their “Active” zone. 
(2) You cannot attack Pokémon in your opponent’s “Bench” zone 
(3) Your opponent may declares Blockers for their Pokémon as normal (like with Planeswalkers) 
(4) If you manage to deal enough damage, and add enough “Damage Counters” 
to your opponent's Pokémon, they will be “Knocked Out” 
(5) When you “Knock Out" one of your opponents Pokémon you draw one of your “Prize Cards” and add it to your hand. 


Datencling with a RolxsmMons 


(1) A Pokémon can not be declared as a Blocker 
(2) You may declare your creatures as Blockers for the Pokémon in your “Active” zone (like with Planeswalkers) 
(3) Ifthe Pokémon in your “Active” zone is “Knocked Out” and you have other Pokémon on your “Bench”, 
you must choose one of those to be moved to your “Active” zone at the end of combat. 
(4) When your Pokémon is attacked, you cannot activate any of its “Attacks”, 
even if you have enough lands as “Energy” attached for it. 
(5) All Pokémon are considered to have no power. They do not deal damage back to anything that has attacked them 


